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RINGS OF SATURN 


Sometimes you think they chose the orbit for Halcyon Station just to take 
advantage of the best possible view of the ringed golden beach boll 
that Is Saturn. Earlier in your career — when you were stationed at the 
mining bases on moons Mimas and Dione — you saw little more of the 
rings than a narrow shadow across the planet and a thin line reflecting 
silver light extending out from ks surface. The Inner moons lie in the 
same plane as the rings; you have to go out to lapetus or Phoebe to get 
some good camero shots. 


Halcyon is a quiet refuge above all the furious activity of Satum and her 
rings. Aside from the tourists stopping by on their way to skiing trips on 
the methane snows of Titan, the station is filled mostly with researchers 
and engineers for various hydrogen and ammonia mining concerns. 
You're one of four pilots assigned to the station, employed by Saturnalia, 
Inc., a Multinational-multiword corporation which built the station, rents 
space to the other companies committed here, and has a large voice in 
all matters concerning this area of the solar system. 


Halcyon also flies within the plane of the rings, but one of your jobs Is to 
take the cruiser Goya, with an observation lounge full of tourists, up 
above that plane several times daily for a spectacular Saturn-rise. You 
open the lounge window slowly for a more drc matic effect. Actually it's 
the ship itself rotating in order to provide some artificial gravity, but the 
name “Soturn-rise” has stuck — ‘The tourists like it,” the company 
spokesperson says. The lounge Is always packed, and today you have to 
squeeze in between two very fat tourists In order to get a good view. 


~ And even though you've been stationed as a backup pilot on Halcyon 
for nine months now, it seems you never get tired of watching. 


From a yeliow glow at the edge of absolute darkness, the planet quickly 
expands to fill the window. Every time you see this you feel a bit more 
anxious, unaccountably fearful that one day the golden giont will 
decide to reach up and devour the station whole. Once again you are 
impressed by the tremendous violence evident in the giant's face: the 
great continents of cloud changing their shape and density even as you 
watch, invisible volcanoes belching up geysers of liquid ammonia and 
great bubbles of methone, themselves os large os a small planet. The 
planet's rapid spin draws its clouds out Into a series of narrow, multl- 
colored ribbons. Your powers of comparison are quickly exhausted: it 
looks like a top, you think. Like a shiny wooden bail, striped with 
enamels. Like cotton candy. Like lemon ice. 


. roo geway UGrisa; YoU LOO See (Ne planets sutace 
ee? awough them. But when (hey catch the light they are brighter than Saturn 


y self. 
j Seeing the riNgs of Saturn for the first time is always surprising, and you 
Pere: find yourself stil impressed with their mystery. “They look so artificial” o 
F WOMAN Next to you exclaims. “All those concentric circles . . . like one of 
those antique Phonograph records,” a man says. 


You agree with both. Close-up, you can distinguish thousands of distinct 
nings. some perfectly oval, others slightly lopsided, still others with 
breaks, faults and intetwinings. Although no scientist is willing to say yet 
thot such effects violate the laws of physics, none is yet able to explain 
‘them either. The complexity of the gravitational ond electromagnetic 
~. dynamics about Saturn is evident just from the way the rings Maintain 
> Weir orbits. Tiny moons on the inner and outer edges of the fiINgs act like 
shepherds, keeping most of the ice particles which make up the tings 
from straying out into space. ; 


Occasionally you can see ‘he shiny surface of the Armstrong, a research 
ship Out near the rings. You've visited the crew there once, going out on 
the cruiser Goya with several other pilots, then taking the shuttle over for 
« fendezvous. The principle job of the Armstrong is to study the complex 
._ electromagnetic currents here. You wouldn't want their job, the tightning 
ma: charges in the FINgs are a Million times greater than terrestrial lightning 
2 even though you con't see a visual flash because there's no atmosphere 

| “there. Navigation can be tricky Out near the sings. and an occddent is 
x Potentially disastrous. The ice that makes up the rings varies from dust- 
. SiZ@ to ship-size and, even though their orbits all rotate in a common 
me). dwection, there ore enough collisions and variances in the “currents” to 
i make a tip into the rings very interesting indeed. 


Sa’, Out there is another hazard, which only recently come to light, and prom-_ 

SEEEBE '5€5 80 e the gravest threat the humans living and working in the Saturn 

MEE system have ever faced. There have recently been devastating attacks 
on the mining bases at the outer moons of Phoebe ond lapetus. Several 

m  ‘Giding ships were involved in each case. They were definitely not af 

al human design. | | 


‘ 


a The eor-piercing emergency horn shatters your reverie in front of the 
4 i observation window. The tourists look about in confusion, but you have 
mr. already spotted the flashing blue light above the door panel, always 

. 8@0 to indicate that the main research ship, in this case the Armstrong, is 
i. LOuble. You must return to Halcyon Station immediately. : 


=” QS you leave the observauion lounge you overhear the robot tour guide, 
“63 specific programming making it oblivious to any danger, explaining 


1a RS DAL ln them ai 


Once you return to Halcyon you find that your commander has no tim: 
for polite chat. “Alec and Reynolds are our On Titan. Maleck is in sick bay 


This one’s yours. Armstrong has oa complete power failure | __ gettin 


quently, you have a limited QMOunt of time to reach the ship, send our 
the shuttlecraft, rescue the crew and deliver the Mad Angel to the 


within this storage chamber ore specially ‘designed to contoin ond 
stabilize the Mad Angel. Unless it is placed within this chamber soon it will 
explode. 


seem worth the risk, when the commander tells you that en explosion of 


Mad Angel couid wipe out all ships in YOur sector, as well as Halcyon So- 
tion itself. 


You're already racing toward Goya's port before YOU OQGIN think of thar 
vast golden giant, and its violent, hungry ings... 


MISSION PROCEDURES 


As you reboard The Goya, readied Quickly for your mission, you wonder 
what could have coused such o complete toss of power aboord the 
Armstrong, despite the numerous safeguards built Into every ship of tts 
Class. Then you think of the alien raiders, and a grim certainty propels 
YOu (Oward your commond center . 


YOUR COMMAND CENTER . voeog opi 
* Recent developments in automatic control syst si ems ) ho ve simpli ied the 
= Goyo's command center greatly. Although the center Itself Is filled with 
=~ Massive banks of computers, your own station consists of o display screen 
m ON0 simplified keyboard. The display looks Iike this, 


‘ 


ENERGY provides you with a readout of the omount of energy your shi 
has remaining. ° 7 


TIME registers the amount of time left before the Mod Angel becom 
completely unstable ond explodes. You hove 15 minutes to complet 
your mission. . | 


TRK (Tracking) indicates how far awoy you ore (in kilometers) from yo: 
base at Halcyon Station during the first part of your mission. Th 
maximum It con show Is 999.9, however, so when you travel beyon 
this the Tracking will display the symbols ane |” . This indicotes thar yo 
are further than 1000 kilometers from both Hoicyon Station ond th: 
Armstrong, When you ore within 1000 ‘kHometers from the stronde: 
Armstrong, The Goya will begin tracking Armstrong. On your retum tn; 
these situations are reversed. 


MPS indicates your speed in meters per second. 


DAMAGE REPORT indicates what. ship functions have sustained on 
_ degree of damage. When a function Is domoged for the first time it: 
considered to have sustained minimal domage, indicoted by the lette 
representing that function appearing in “Inverse” (a black letter on 
light background). If it ls damaged a second time the letter will begin 
flash, indicating that the damage is critical. If the function is domaged « 
third time before repairs have taken ploce, the function Is ther 
“hypercritical” and cannot be repaired. 


SHIELDS indicates whether your Shields are on or off. The Shields ore usec 
to deflect objects that would otherwise hit the ship and destroy It (enemy 
fle and ice chunks for example). When your Shields ore on the, 
consume energy. | 


VIEW SCREEN Indicates whether View Screen 4 of 2 Is on. 
LONG RANGE indicates whether the Long Range Viewer Is on. 


COMM (Communications) displays messoges from your on boarc 
computer. This will provide you with up-to-date information obout you: 
position, ship status and other Important matters, 


The keyboard Is arranged in the following manner, with important 
functions highlighted in gray: 
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ollowing manner, with Important 


The keydoard |s arranged In the f 
functions highiighted : 
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The number keys 0 through 9 move your ship forward. These are thrust 
indicotors and each increase in thrust Increases YOUr speed by 900 
meters per second, so thot a speed of 8 would be 7200 MPS, a speed of 
9 would be 8400 MPS, etc. Remember that the higher the speed, the 
more energy used. When your engines are domaged. the maximum 
speed you May travel will decrease. With minimal damage your moaxl- 
mum speed would be 5400 MPS (thrust indicator 6). With critical 
damage your Maximum speed would be 3600 MPS (thrust Indicator 4). 
With hypercritical damage your engines ore completely destroyed and 
cannot be repaired, but you MAY still coast along ata speed of 900 MPS 
(thrust indicator 1). At the lower levels of damage, Once the engines are 
repaired, you Must increase your speed manually to achieve your 
previous velocity. 

When you decrease thrust, for example, dropping from 9 to 7, your 
fire ouromatically to reduce your speed. 


The L key tums your Long Range viewer on and off. This display shows 
the relative positions of your base (Halcyon Station), yourself (The Goya), 
any enemy ships ond the disabled Armstrong within the rings of Saturn. 


reverse thrusters will 


ConTRol Q aborts your mission. 


N turns the sound on and off. 


The V key switches yOu back ond forth between View Screen 1 and View 
Screen 2. Each will be used as both forward and back views during your 


Mission. 


The £SC key launches your shuttle and then your ship is prepared for the 


return voyage. Your shields ore turned off automatically. Your reverse 
thrusters will naw become your main thrusters; YOUr forward view screen 


will now become your back view screen. Remember thot. in space, ships 
the direction of their thrust. 


don't turn around; they simply change 


- 


The ConTRol key bullds a robot repairman specifically designed to repo: 
various functions on your ship. You must build a new one each time yo: 
wish to repair some damage since after completing its assigned task, th: 
robot will throw itself into the atomic recyc'er. Also remember that thr 
more a ship function is damaged, the greater the energy required 
repair it. And if the domoge to a ponrticular function become 
hypercritical you cannot repair that function. 


If Communications is destroyed, your Damage Report function will 0 
longer work and wil! display the Damage Report status you had befor: 
Communications was destroyed. 


Piease note, however, that at the same time you press the ConTRol ke 
to create the robot you must also press o key instructing the robot as U 
which function it must repair. These keys are C for Communications, E fc 
Engines, L for Long Range Viewer, $ for Shields and T for Tracking. 


Throughout your mission energy Is being expended and time Is runnin: 
out. You are racing against both these conditions! 


Paddles 0 and 4 control the cross hairs for aiming your photon torpedoe 
at such items as ice chunks and enemy ships. These cross hairs will 6 
displayed on your screen. The button on paddle O is used to fire th 
photons. 


The P key allows you to execute a Pause to the material displayed c 
your screen, should you have a small on board emergency. Moving or 
of your paddle controls reactivates your mission. 


BEGINNING YOUR MISSION 


Pressing ESC removes the title cover from the display screen, aliowin 
you to see a computer-enhanced view of the stars. At the bottom of yo 
screen you will see a listing of past performance ratings of pilots wh 
have flown The Goya. 


You will first be osked to enter your skill level closs. These levels are 
through 4, with 4 being the highest, most difficult level. The lower th 
skill level the easier your mission, but fewer points will be scored in yo: 
performance rating. 


At this point instead of typing In your skill level you may press D, whic 
provides you with a bref demonstration on your display screen. 


You will then be asked to enter your Initials (three spoces available) f 
the performance rating table. They are used when showing the curre 
high performance ratings and the last mission attempted. Performan 
ratings (also referred to as “scores”) are assigned whether the missi 
was successful or not. The formula for the performance rating uses | 
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number of enemies hit and distance reached to determine the rating 
There Is also a bonus given if the mission is completed. But you may pres: 
the RETURN key to pass if you do not wish to enter your initials. 


Your shuttle is now launched from Halcyon Station for rendezvous witt 
Goya. You will see the shuttle on your screen as it maneuvers into dock 
Ing position. Once the shuttle reaches The Goya your mission will begin 


At this point all elements defining your milssion will be present. You wi! 
encounter 24 alien enemy ships In the course of this mission, You can ex 
pect to encounter 3 Ice chunks at any one time while in the rings. The 
maximum speed The Goya can travel dt the beginning of your mission |: 
8100 meters per second. The Shields and Long Range Viewer are oft. 
and you are looking at View Screen 2. Energy = 999999, Time = 
15:00.00 (Minutes:Seconds:Hundredths of a second). 


You may use your thrusters (Keys 0 through 9) to move your ship away 
from Halcyon Station in an intercept course with the rings. 


You will be told a code which will be used to arm your photor 
torpedoes. This arming sequence will be o four-character, alphanumeric 
code. If you forget the code It would be possible to quess it by pressing 
letters and numbers until each character appears on the screen. Only 
when you have entered the code correctly will your photons work. Wher 
you are a certain distance away from your base you will be asked tc 
enter that code. 


After entering this arming sequence you will be ready to move our 
toward Saturn, and then your mission enters Its active stage. 


ALIEN ENEMY SHIPS 

After leaving Halcyon Station, and on your return trip when exiting the 
tings of Saturn, you will encounter a number of enemy ships. These 
enemy ships will move ot random. The higher your skill level closs 
however, the more they will move, the more they will shoot and the 
more thelr photon torpedo fire will damage your ship. To hit the enemy 
ships, place the cross hairs over the enemy displayed on your screen and 
fire your photon torpedoes. There will be a total of 24 enemy ships, 12 
will attack you upon leaving the base, and 12 upon leaving the rings 
The ships you are unable to destroy when leaving the base will be 
added to those attacking you as you leave the rings. 


ENTERING THE RINGS 


About midway between your base at Halcyon Station and the stranded 
Armstrong you will be entering the rings of Saturn, You will be entering _ 


eR die KOM WiINin the S08 SOM So Car ENOL 
WpG ot ww dropping down inte ine. itor ab..2. Aithough 
Budi MOE 5 Werous, cus will save you a great deal of time. The 


_ Armstrong mngn o< disi.wegruced By the time your computer mode all 
the necessary ordiia: calculations and guided The Goya through its 
= complex manecvers. 


The rings are made up of thousands.of chunks of ice varying In size from 
dust-size to ship-size, all !n individual orbits around the planet. Theretoré. 
the rings will first moke themselves known as occasions! ike chun.s 
appearing on your screen. You have been awore of them throughou: 
your mission, nowever, as small rie-e: are constontly escaping the 


outsi¢e orba of the rings and ft your ship. As you enter the rings 
these: ice cnunks will bec we sumerous, gradually filling your 
Keen. 


To destroy inese ice chunks before they damage your ship you must 
again place your cross hairs over their image on the screen and fire your 
photon torpedoes. The higher your skill level dass the more damage will 


be assessed if one hits your shields. aoe 


APPROACHING THE STRANDED SHIP 


Your course will toke you through the entire “A” series of rings and into 
Cassini's Division where the disabled Armstrong Is drifting. You must now 
dock with the Armstrong by sending out the shuttle, When you reach the 
disabled Armstrong you must remain within 90 kilometers af this ship, 
but no closer than 10 kilometers. Reduce speed to 0, then press ESC to 
launch the shuttle. Once again, your Screens are tured off automatically. 


De awore thot your ship will not stop Immediately when thrust Is 
decreased; it will take a little time to slow down, so proceed with 
coution! 


Your thrusters will be reversed and a return course calculated for Halcyon 
Station automatically. While the shuttle Is rescuing the crew ond 
retrieving the Mad Angel, your photons will be disarmed. Your 


“~ Communications channel will ask you to enter your arming sequence 


when the stranded Armstrong is o safe distance awoy. 


But once you have loaded the Armstrong's crew and the Mad Angel, do 

- notlet yourself be lulled by a false sense of security. You must again fight 
- your way through the rings, blasting ice chunks, and upon exiting the 

outer rings you will be attacked by the remaining alien enemy ships. 


COMPLETING YOUR MISSION 


== It you make it through the rings and the enemy, you wili be ready to 
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Remember that your ship will not te eras i wi TeQuire - 
time to slow down. si 


Press ESC to launch the shuttle. ‘When the Sh bale reaches H:' 
have completed your mission, onde performonce rotin- 
cworoed. 


Remember that perce: >". 8 4081S (olso referred to os * 
assigned wrether (ne “iss: - vcs Successful of not. The in 
performance TOWING vrs. LK ure: of enemies hit o- 
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We realize your mission‘is 0 dk 
people aboard Halcyon and 
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the commander of your Apple ond sail on a dangerous rescue 


pHs Game contains all you'll need: aliens, mammoth ice fragments, ° 
“$pace ships and enough adventure to keep you riveted fo your 
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> 4Do you enjoy ienovie games which Incorporate strategyr 
: LEVEL-1@ has two fantasy adventures just for you. 


Dragon Fire™ dares you to gather treasure as you search for the killer 
‘dragon, Salmadon. Select a character, either the Huntress, the Warrior, 
the Wizard, the Elf or the Dwarf. Begin your quest as you enter a maze of 
dungeons which ore actually the ruins of 40 civilizations bullt atop one 
another. You may encounter 170 monsters guarding 150 riches before 
"you slay Salmadon. The gome hos 5 levels of difficulty, sound effects, an 
Wiustrated 32-page short story, a “save the gome” feature and can be 
“played on a color or black-and-white monitor. : bs 
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